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ADAPTATION OF GAMING APPLICATIONS of the participant and presenting scenarios within the virtual 
TO PARTICIPANTS setting appropriate for said participant based on said evalu 

ation , wherein at least a predetermined aspect of the virtual 
CROSS - REFERENCE TO RELATED setting is available to the participant regardless of a result of 

APPLICATIONS 5 said evaluation and the virtual setting corresponds to the 
simulation program . 

This application is a continuation of U . S . patent applica - In another embodiment , a computing device comprises a 
tion Ser . No . 13 / 861 , 481 filed Apr . 12 , 2013 , and since communication means and a processing means . The com 
issued as U . S . Pat . No . 9 , 262 , 046 , which is a continuation of munication means receives an established virtual profile of 
U . S . patent application Ser . No . 11 / 472 , 810 filed Jun . 22 , 10 a participant in a simulation program , the profile being based 
2006 , and since issued as U . S . Pat . No . 8 , 441 , 501 , with both on information provided by the participant , and provides 
applications incorporated herein by reference in their entire interaction between a plurality of participants at different 
ties . locations . The processing means launches the simulation 

program , evaluates the received profile and presents a user 
BACKGROUND 15 interface appropriate for the participant based on the evalu 

ation wherein the user interface corresponds to the simula 
This invention relates to simulation and other virtual tion program . At least a predetermined user interface is 

settings and more particularly to providing adaptive access presented to the participant regardless of a result of the 
to various virtual settings . evaluation . 
Gaming devices are well known . Gaming can be viewed 20 In yet another embodiment , a computer - readable medium 

as a form of simulation . The early versions of games in a contains a computer program for adapting a virtual setting to 
gaming device attached to a television monitor or played on a participant . The computer program , when executed on a 
a personal computer consisted of simple games like “ pong computing device , causes the computing device to launch a 
in which a player played against the computer . As more simulation program on a computing device , evaluate a 
powerful processors became available in personal comput - 25 virtual profile of the participant and present scenarios within 
ers , games having more complex features were developed the virtual setting appropriate for the participant based on 
These games permitted participation by multiple players for the evaluation , wherein at least a predetermined aspect of the 
example . virtual setting is available to the participant regardless of a 

The more powerful processors also enabled the use of result of the evaluation and the virtual setting corresponds to 
graphics within the games . Graphics provide a more elabo - 30 the simulation program . 
rate and lifelike background or user interface . Participants in 
some computer games or simulated sporting events ( such as BRIEF DESCRIPTION OF THE DRAWINGS 
boxing for example ) may be represented by a graphical 
representation so that a participant ' s action can be replicated The various features , advantages , and objects of the 
or presented on the display . The effect of one participant ’ s 35 invention will be understood by reading this description in 
action on another participant may similarly be displayed . As conjunction with the drawings , in which : 
a result , the gaming experience has become more realistic FIG . 1 illustrates a system according to an exemplary 
and personal . embodiment ; 

The advent of networks has added another dimension to FIG . 2 illustrates an exemplary motorway utilized for an 
the gaming experience . It is now possible for participants at 40 automobile race ; and 
different physical locations to engage in a game over a FIG . 3 illustrates an exemplary method for providing data 
network such as the internet for example . Thus , there is no from a virtual setting to a real - time device . 
longer a geographic limitation to the participant ' s location 
they can be in the next room or on another continent . In DETAILED DESCRIPTION 
some instances , strangers can participate in an interaction 45 
with each other . The following description of the implementations consis 

Unfortunately , such interaction also facilitates criminal tent with the present invention refers to the accompanying 
activity . In gaming over the network for example , criminals drawings . The same reference numbers in different drawings 
and predators have an opportunity to interact with trusting identify the same or similar elements . The following detailed 
participants . Individuals with nefarious intentions often gain 50 description does not limit the invention . Instead , the scope of 
the trust of unsuspecting participants and obtain information the invention is defined by the appended claims . 
about the participants . This information may then be used to In general , the present invention is a simulated event such 
commit crimes against the participants . Information relating as a gaming application executing on a computing device . 
to identification , a credit card , a bank account , etc . , can be Specifically , the simulated event is dynamically adapted to 
obtained and used for illegal purposes . In more serious 55 a participant engaging in the simulated event based on 
aspects , predators are known to identify and commit crimes evaluation of the participant ' s virtual profile . A user inter 
against juvenile victims by establishing trust and obtaining face within which a participant interacts in the gaming 
information . application may vary based on the participant profile . 

Accordingly , there is a need to identify participants in a simulated event may include a virtual game executing 
virtual environment and adapt the virtual environment for a 60 on a computer for example . The simulated event is a 
participant based on the participant ' s identity . computer program implemented as executable code on a 

computer - readable medium . The computer - readable 
SUMMARY medium may be a compact disc and the game may be loaded 

onto a personal computer for example . In a simulated event 
In one embodiment , a method for adapting a virtual 65 between multiple participants , at least portions of the game 

setting to a participant includes launching a simulation may be loaded onto each of the participants ' computers . The 
program on a computing device , evaluating a virtual profile game may also be loaded onto a server on the network . 

???? 
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Participants within a simulated ( such as gaming for tion between participants over network 150 . Each of the 
example ) environment may be represented by a profile . A computing devices 110 , 120 , 130 may include a gaming or 
profile is a known concept used to facilitate anonymous simulation program 140 . A plurality of participants 115 , 125 
interaction between individuals in a wide array of settings and 135 may launch program 140 ( such as a gaming or a 
such as chat rooms , bulletin boards , etc . , within the cyber 5 simulation program , for example ) on respective computing 
world . A profile may be created or established by either the devices 110 , 120 and 130 . Each of the computing devices 
participant or by a computer program . 110 , 120 and 130 may also include the corresponding 

A user profile in exemplary embodiments may be created participant profile ( 118 , 128 , 138 ) stored thereon . Network 
based on , among other things , a participant ' s age , geo - 150 may be a public network such as the internet , for 
graphic location , background history , credit and other finan - 10 example , and accessible over a secure connection . Network 
cial information . A participant may provide such informa 150 may also be a private network . A participant may 
tion to a trusted authority for establishing the profile . Once communicate with network 150 over a wired or a wireless 
established , the profile may be used in various virtual games . interface . Each of computing devices 110 , 120 and 130 may 
The participant may be required to have the profile updated . be a personal computer ( PC ) , a laptop computer , a personal 
A profile may also be updated dynamically . For example , a 15 digital assistant ( PDA ) , a gaming console or other similar 
user profile may be updated by reviewing history of sites devices . The game may be displayed on a monitor . 
visited on the internet for example ) by a participant or participant ' s profile may be pre - loaded in his or her 
contents searched , etc . computer . A profile may also be stored in a network 

In some embodiments , the game may be adapted to a accessible location as well . The program ( game 140 for 
participant based on evaluating the participant ' s profile . A 20 example ) may be launched and the participant ' s access 
participant ' s age may be used to prevent a participant ' s privileges may be determined based on the profile . 
access to aspects of a game that are inappropriate for the As described above , gaming or simulation programs may 
participant . If the profile indicates that the participant is a be programmed to include a number of different scenarios 
minor , the participant ' s access to aspects of the game that for each possible situation that is encountered within the 
contain adult material may be restricted . Adult material may 25 game . Each of the scenarios may correspond to a particular 
include sexual or violent content for example . profile type . A gaming application may be directed to 

A participant ' s location may also be used to adapt the shooting targets such as aliens , for example . If a profile 
game to the participant . Since gaming over a network reflects an adult participant ( i . e . older than 18 years of age , 
facilitates interaction between participants from different for example ) , then the target may be represented by a 
parts of the world , the various cultural norms may be 30 character having an odd - shaped head , for example . If the 
observed . As cultural differences lead to different interpre - profile reflects a minor participant ( a ten - year - old , for 
tations of a particular event , an event that is acceptable in example ) , then the target may be represented by a cartoon 
one culture may seem offensive or embarrassing in another character . During the course of the game , participants may 
culture for example . In some embodiments , a game situation aim to shoot the alien , for example . While the adult partici 
may be presented in different ways to different participants 35 pant may be presented with a display of the alien being shot 
based on the participants ' geographic location . If a game and blood flowing , the minor may be presented with the 
scenario depicts people from country X as the targets for cartoon character falling down , for example . 
attack for example , the game may be adapted to portray An exemplary method 200 may be described with refer 
someone else as the targets if the participant is in country X . ence to FIG . 2 . A participant ( or plurality of participants ) 
A game may be designed and implemented in such a manner 40 may launch ( or execute ) a gaming application ( or a simu 
to facilitate such different presentations . lation program ) on a computing device ( or devices ) at 210 . 

A participant ' s location may also be used to permit or The profile for a participant may be pre - loaded onto the 
restrict access to certain aspects of a game situation in some participant ' s computer . The profile may be evaluated at 220 . 
embodiments . This may be appropriate in dealing with The game ( or simulation program ) may commence at 230 . 
participants from certain political jurisdictions that restrict 45 Game or simulation scenarios may be presented to each of 
access to types of content such as particular political points the participants based on a determined profile for a particular 
of view for example . participant at 240 . The scenario may correspond to an 

A participant ' s background history may be used to restrict animal or a cartoon character as described above , for 
access to certain aspects of an online gaming environment in example . 
order to protect other participants . A participant may be a 50 While the above - mentioned scenario describes two pos 
convicted child molester for example . Given the need to sible variations ( alien or cartoon character ) , additional varia 
track such individuals , exemplary embodiments may be tions may similarly be included in a gaming application . If 
utilized to restrict or eliminate such participant ' s access to an online interaction within a gaming application involves 
other gaming participants that may be vulnerable . three participants , a different scenario may be presented to 

A user profile may enable such monitoring and access 55 each of the three participants . That is , for each participant , 
control . Upon establishing a profile after a participant sub - an individual profile may be evaluated prior to determining 
mits his or her personal information to a trusted authority , which scenario to present within a gaming application user 
such authority may conduct a background check such as interface . A particular profile or user interface may be 
credit check and criminal or legal background check . In presented to more than one participant if the participants 
exemplary embodiments , a profile may be updated ( periodi - 60 correspond to one profile . 
cally for example ) to reflect participant activity after the As illustrated in FIG . 3 for example , a participant profile 
profile has been established . may be determined at 310 . If a participant belongs to profile 

A system 100 according to an exemplary embodiment at 320 , then user interface corresponding to profile A may 
may be illustrated with reference to FIG . 1 . A plurality of be presented at 325 . Similarly , if the participant belongs to 
computing devices 110 , 120 and 130 may communicate with 65 profile B at 330 , then user interface corresponding to profile 
each other over a network 150 . Computing device 110 , 120 B may be presented at 335 and if the participant belongs to 
and 130 may also facilitate a gaming or simulation interac profile C at 340 , then user interface corresponding to profile 
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C may be presented at 345 . If the participant does not fit into terms of sequences of actions that can be performed by , for 
an established profile or the profile cannot be determined for example , elements of a programmable computer system . It 
some reason or if a profile has not been established , then a will be recognized that various actions could be performed 
generic user interface may be presented at 350 . by specialized circuits ( e . g . , discrete logic gates intercon 

In some embodiments , if a profile indicates that a first 5 nected to perform a specialized function or application 
participant is a child predator for example , the participant ' s specific integrated circuits ) , by program instructions 
ability to interact with another ( i . e . , second or third , for executed by one or more processors , or by a combination of 
example ) participant that is a child may be restricted or both . 
forbidden . One type of current interaction may include a It is emphasized that the terms " comprises ” and “ com 
voice channel for communicating over a network , for 10 prising , " when used in this application , specify the presence 
example . In such a case , the voice channel may be disabled . of stated features , integers , steps , or components and do not 
The first participant ' s ability to interact with additional preclude the presence or addition of one or more other 
participants that are not minors may be maintained ( i . e . , not features , integers , steps , components , or groups thereof . 
restricted , etc . ) . Thus , this invention may be embodied in many different 

If a participant profile is not available for evaluation , then 15 forms , not all of which are described above , and all such 
the participant ' s ability to engage in a simulated or gaming forms are contemplated to be within the scope of the 
environment may still be permitted but may be limited to invention . The particular embodiments described above are 
certain generic aspects . In other words , until the profile merely illustrative and should not be considered restrictive 
becomes available or the participant verified , participant in any way . The scope of the invention is determined by the 
interaction may be limited in order to protect other partici - 20 following claims , and all variations and equivalents that fall 
pants . Such access ( i . e . to generic aspects ) may be permitted within the range of the claims are intended to be embraced 
even if the participant has a questionable profile . therein . 
Some embodiments take into account the passage of time . The invention claimed is : 

A participant may be sixteen years of age ( i . e . , a minor ) at 1 . A method comprising : 
the time of establishing a profile and permitted to interact in 25 receiving , by a first device comprising a processor and a 
a user interface having a juvenile theme . Two years later , memory , a selection associated with a gaming applica 
since the participant is no longer a minor , the participant tion , the selection requesting interaction , via a voice 
may interact in a user interface designed for adults . The channel , between the first device and a second device , 
profile may thus be updated or dynamically maintained . the first device associated with a first participant of the 

It is expected that this invention can be implemented in a 30 gaming application , and the second device associated 
wide variety of environments . For example , principles of with a second participant of the gaming application ; 
this invention can be used to provide targeted advertisement retrieving , by the first device , a profile associated with the 
or product promotions based on participant profile . The first participant , wherein the profile comprises infor 
advertisements may change to reflect a participant getting mation of the first participant determined by a back 
older for example . The profile may be maintained for a 35 ground check associated with the first participant of the 
period of time if the participant ceases participation ; the gaming application ; 
profile may also be maintained permanently . Furthermore , determining , by the first device , from the profile , that the 
while the description provides examples of interactive gam first participant is associated with criminal activity ; and 
ing between participants over a network , the gaming pro in response to determining that the first participant is 
gram is not limited to such environment . For example , a 40 associated with criminal activity , disabling , by the first 
participant may interact with the computer in playing a device , an ability of the first device to establish the 
computer game . The participant profile in this embodiment voice channel between the first device and the second 
also serves to determine which user interface within a device . 
program is to be made available to the participant . 2 . The method of claim 1 , further comprising adapting the 

Exemplary embodiments can be within any form of 45 gaming application to the background check associated with 
computer - readable storage medium having stored therein an the first participant . 
appropriate set of instructions for use by or in connection 3 . The method of claim 1 , further comprising adapting the 
with an instruction - execution system , apparatus , or device , gaming application to the profile associated with the first 
such as a computer - based system , processor - containing sys - participant . 
tem , or other system that can fetch instructions from a 50 4 . The method of claim 1 , further comprising retrieving a 
medium and execute the instructions . As used here , a location associated with the first participant . 
" computer - readable medium " can be any means that can 5 . The method of claim 1 , further comprising retrieving an 
contain , store , communicate , propagate , or transport the age associated with the first participant . 
program for use by or in connection with the instruction 6 . A device comprising : 
execution system , apparatus , or device . The computer - read - 55 a processor ; and 
able medium can be , for example but not limited to , an a memory , the memory storing code , the code when 
electronic , magnetic , optical , electromagnetic , infrared , or executed causing the processor to perform operations , 
semiconductor system , apparatus , device , or propagation the operations comprising : 
medium . More specific examples ( a non - exhaustive list ) of receiving a selection associated with a gaming appli 
the computer - readable medium include an electrical connec - 60 cation , the selection establishing a voice channel 
tion having one or more wires , a portable computer diskette , with another device , the device associated with a first 
a random - access memory ( RAM ) , a read - only memory participant of the gaming application , and the 
( ROM ) , an erasable programmable read - only memory another device associated with a second participant 
( EPROM or Flash memory ) , and an optical fiber . of the gaming application ; 

It will also be appreciated that procedures described 65 retrieving information associated with a background 
above are carried out repetitively as necessary . To facilitate check associated with the first participant of the 
understanding , aspects of the invention are described in gaming application ; 
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ity . 

10 

determining , from the information associated with the the first device and a second device , the first device 
background check , that the first participant is asso associated with a first participant of the gaming appli 
ciated with criminal activity ; and cation , and the second device associated with a second disabling the voice channel in response to the first participant of the gaming application ; 
participant being associated with the criminal activ - 5 retrieving a profile associated with the first participant , 

7 . The device of claim 6 , wherein the operations further wherein the profile comprises information of the first 
comprise adapting the gaming application to the background participant determined by a background check associ 
check . ated with the first participant of the gaming application ; 

8 . The device of claim 6 , wherein the operations further determining , from the profile , that the first participant is 
comprise retrieving a profile associated with the first par associated with criminal activity ; and 
ticipant . in response to determining that the first participant is 

9 . The device of claim 8 , wherein the operations further associated with criminal activity , disabling the voice 
comprise adapting the gaming application to the profile . channel between the first device and the second device . 

10 . The device of claim 6 , wherein the operations further 13 . The memory device of claim 12 , wherein the opera comprise retrieving a location associated with the first 13 tions further comprise adapting the gaming application to participant the background check . 
11 . The device of claim 6 , wherein the operations further 14 . The memory device of claim 12 , wherein the opera comprise retrieving an age associated with the first partici tions further comprise adapting the gaming application to pant . 20 the profile . 12 . A memory device storing instructions that when 20 15 . The memory device of claim 12 , wherein the opera executed cause a processor of a first device to perform tions further comprise retrieving a location associated with operations , the operations comprising : 
receiving a selection associated with a gaming applica the first participant of the gaming application . 

tion , the selection establishing a voice channel between 


